Primary Statistics 


After making a character concept, choosing a race, and picking a trait or two, the 
player must decide on a character's Primary Statistics. Primary Statistics influence 
the Secondary Statistics (see below), and are sometimes rolled against to 
determine different effects (Perception to notice a thief filching your wallet, etc). 
All characters start life average - that is, they have 5 in every Primary Statistic. 
The player then has 5 character points to distribute as he or she sees fit among the 
Statistics (that is if they are human). In addition, Statistics may be subtracted from 
if the player wants to add to another Statistic. This can be done so long as points 
are not lost (i.e., if a point is subtracted it must be added somewhere else). 
Statistics can never go below racial minimums and can never go above racial 
maximums. Sometimes, this means that a Stat must be adjusted up or down, and 
the numbers must be re-distributed to other Stats. Note: If you choose a trait that 
effects a Statistic, keep this in mind as you are distributing your points; traits 
cannot (usually) raise Stats above racial maximums or lower Stats below racial 
minimums, either, so there is no use in wasting a points! Remember to adjust 
Statistics for Traits after assigning your points. 


Primary Statistics: Descriptions 
A complete description of Primary Statistics, with their use, is provided below. 


STRENGTH (ST) 

Raw physical strength. A high Strength is good for physical characters. A measure 
of your character's physical build and muscle power, a high Strength character 
probably spent a lot of time in the gym in high school, that is if there were any left. 
Characters with low Strength probably got beat up by the characters with high 
Strength. This statistic is used in the secondary statistics Leap, Lift, Carry Weight, 
and Melee Damage as well as a few skills including Melee, Physical, and a very 
small part of Pilot (Ride). Most weapons have a minimum Strength requirement as 
well. Rolls against Strength are used when characters try to break doors down, 
bend the bars on their prison cell, and do other feats that require sheer muscle 
power. If at any point the Strength skill drops to 0 the character is KO’d. 


PERCEPTION (PE) 

The ability to see, hear, taste and notice unusual things. A high perception is 
important for a sharpshooter. Perception is your character's awareness of things 
around him. Perceptive characters notice details instantly, like smells, sounds, and 
sights that don't fit a normal picture. Perceptive characters tend to be able to read 
another person's reactions. Highly perceptive characters are private investigators. 
Characters with low Perception walk about in their own little world. This statistic 
is used in the Visual Range, Sequence, Avoidance Chance, and Passive Detect 
secondary statistic, and in many skills, most predominantly Small Guns, Big Guns, 
and Energy Weapons. The primary use of this statistic is to determine the 
maximum distance your character can shoot a ranged weapon effectively. The 
better the score, the farther you can accurately shoot. A high Perception is 
imperative for a sniper. Rolls against Perception are used when there is a little 
detail the character has a chance of noticing, such as the glisten off the scope of 
the sniper taking an aim at his or her head. If at any point Perception drops to 0 
the character is unable to receive any input from the outside world. 


ENDURANCE (EN) 

Stamina, health, and physical toughness. A character with a high Endurance will 
survive where others may not. Endurance also measures overall health. Characters 
with a high Endurance have great immune systems, good cardiovascular fitness, 
and can outrun and outswim others. Characters with high Endurance can swim 
across the English Channel. Characters with low Endurance can drown in the 
kiddie pool. The Effective EN, Heal Rate, and most Resist secondary statistics are 
based on Endurance. Endurance is used to determine if burst hits knock characters 
down or even unconscious (see Knockdowns). Rolls against Endurance determine 
things like whether your character can resist the deadly cloud of bacteria that 
renegade scientist just sprayed into the corridors. If at any point Endurance drops 
to 0 the character is dead. 


CHARISMA (CH) 

A combination of appearance and charm. A high Charisma is important for 
characters that want to influence people with words or acting. Charisma is how 
physically attractive your character is, and how adept they are at knowing exactly 
what to say and do in social situations. Beauty as well as grace and leadership 
ability contribute to Charisma. A Charismatic character will be the leader of the 
pack, and most will follow his or her lead. John F. Kennedy was Charismatic; Dan 
Quayle was not. The secondary statistic Resist: Social is based partially on 
Charisma. It heavily influences Verbal, Expression, and Business skills, as well as 
NPC reactions. Rolls against Charisma are made when a character is attempting to 
schmooze past some guards or trying to pick someone up in a bar. If at any point 
Charisma drops to 0 the character is taken over by the GM until at least 1 point of 
Charisma is restored. 


IINTELLIGENCE (IN) 

Knowledge, wisdom and the ability to think quickly. A high Intelligence is 
important for any character. Intelligence means reasoning power. Characters with 
high Intelligence have better memories and are better at solving problems than 
people with low Intelligence. Albert Einstein and Alexander the Great had high 
Intelligence. General Custer and Forrest Gump did not. The secondary statistics 
Know and several Resists are based on Intelligence. Many of the non-combat skills 
use it for their base values. Intelligence also determines the number of skill points 
your character gains each level (see Advancement). Rolls against Intelligence are 
made when characters are attempting to guess a password or determine the 
sequence of electric charges running through the pattern on the floor. If at any 
point Intelligence drops to 3 or below the characters ability to form sentences is 
impaired. If at any point Intelligence drops to 1 the character is taken over by the 
GM as they have become a feral animal. If at any point Intelligence drops to 0 the 
character is brain dead and thus unplayable. 


AGILITY (AG) 

Coordination and the ability to move well. Agility is important for any active 
character. Agility measures the speed of a character's reactions. More or less, 
Agility describes how quickly an impulse is received by the brain, is encoded into 
the appropriate message, travels through the Central Nervous System, and 
reaches the character's arm, which appropriately jerks out of the way right before 


a bullet hits it. Characters with high Agility are jugglers and acrobats. Characters 
with low Agility move with two left feet. This statistic is the basis for the 
Movement, Leap, Dodge, Evade, and Action Points secondary statistics, and has an 
effect on Sequence. It modifies the greatest number of skills as well, especially 
combat skills. Rolls against Agility are made when your character dodges a poison 
dart trap or attempts to jerk his arm out of the sewer before a mutated rat bites it 
off. If at any point Agility drops to 0 the character is completely disabled and 
unable to move. 


LUCK (LK) 

Fate. An extremely high or low Luck will affect the character somehow. Events and 
situations will be changed by how lucky (or unlucky) your character is. Perhaps the 
most ambiguous statistic, Luck is everything and nothing. Characters with a high 
amount of Luck just tend to have things go their way, and characters with a low 
amount of Luck always seem to be standing under the scaffolding just when 
someone drops that brick. Luck directly affects the Luck (duh), Evade, Critical 
Chance, and Resist: Death secondary statistics as well as influences the Gambling 
Sub-Skill. Rolls against Luck are made at the GM's discretion; Luck rolls can 
determine if, when your character is out of ammo and lying half-unconscious on 
the ground, he happens to find that loaded shotgun lying concealed and forgotten 
in the dust. If at any point Luck drops to 0 the character is hit by a meteor and 
killed along with many around them. 


Secondary Statistics 


After the Primary Statistics are determined, the player needs to determine the 
Secondary Statistics. Remember that racial and trait bonuses and penalties need to 
be applied to Secondary Statistics. Formulae for determining initial levels of 
Secondary Statistics are given with the description of each stat. Secondary 
Statistics are in different places on the character sheet, usually grouped together - 
Resist stats are all in one place, and Physical Mas stats are in another. 


HIT POINT BOXES (HP) 

How much damage your character can take before dying. Perhaps the most 
important statistic in the game, as hit point boxes determine whether your 
character is alive and breathing or dead. Dead characters obviously cannot be 
played. Unless their brain were to be put into a robot body, but then that would be 
considered a different character... Hit point boxes can recover with time, drugs, 
the correct skills, or an able doctor. The number of hit point boxes your character 
currently has is written on your character sheet with the level you receive the box 
in the boxes themselves. By default the human level progression has been pre- 
written in but if you are using a different Race please refer to the Hit Point Box 
Level Progression chart below. It should go without saying that hit points can 
never be healed above the maximum you currently have. When taking damage the 
GM will give you a number, damage type, and body location if not the torso (eg. 
“47 Impact damage to the head”) then divide by the associated Effective EN 
rounding down to the nearest whole multiple and place that many slashes, “X”s, 
stars, or circles in the affected areas boxes (for more details see section “Taking 
Damage”) 


Hit Point Box Level Progression Chart 


Starting boxes displayed in brackets with levels a box is added displayed to the right 
Hands and 
Race Torso Head Arms Feet Legs 
(5)ALL Skipping Every 3rd | (2)3,6,9,15,30,45,6 | (2)6,15,24,33,42,51,6 (1) every 15 (3)3,12,21, 

Human Level 0,75 0,69 levels 30 
(2)4,8,16,30,45,60, (l)every 15 
Ghoul (4)ALL Odd Levels 75 (2)12,26,32 levels (3)8,20,30 
Super- (7)ALL Skipping Every 3rd | (3)3,6,9,15,30,45,6 | (3)6,15,24,33,42,51,6 (2) every 15 (4)3,12,21, 

Mutant Level 0,75 0,69 levels 30 
(5)ALL Skipping Every 3rd | (4)3,6,9,15,30,45,6 | (5)6,15,24,33,42,51,6 (4) every 15 (4)3,12,21, 

Deathclaw Level 0,75 0,69 levels 30 
(1)6,15,30,45,60,7 
Dog (3)8,16,24,32 5 (1)15,30,45,60,75 (1)30,60 (1)15,30,60 


AIM Robot (15) (5) (4) (2) (7) 


Effective EN 

Modifies the chance to damage this particular character. Maybe the second most 
important statistic in the game, Effective EN reduces the amount of damage your 
character takes from things that seek to harm him or her. Effective EN is listed 
with places on the body and the seven damage types in the game. Your character's 
Effective EN is equal to his\her (Endurance) + (Armor) + (Perks, Effects, or 
Abilities). Any armor you wear will have EN bonuses for different damage types 
but will only cover certain body parts (eg. A “bullet-proof vest” only covers the 
torso). Helmets obviously protect your head. If your character's Endurance is 6 
and she dons a leather jacket with an EN bonus of 1for Impact, her Effective EN 
for Impact: Head and Limbs is now 7 but your head is still 6 (for more details see 
section “Taking Damage”). 


Secondary Stats: Physical Max 


HEALING RATE 

Life possesses the remarkable ability to heal itself naturally. Your character's 
Healing Rate is the number of Light damage Hit Point Boxes they heal naturally in 
a day (24 hours) of activity, or in six hours of resting, the same number determines 
the number of Heavy Damage they heal naturally in a week (7 days) or 2 days of 
rest. Initial Healing Rate is equal to 1/3 EN (round down). Use this table to 
determine healing rate, based upon Endurance. 


Endurance Healing Rate 


1-5 1 
6-8 2 
9-10 3 
11+ 4 


A character with 7 EN would have a healing rate of 2 and heal 2 Light Damage Hit 
Point Boxes in a 24-hour period where they were active (fighting, walking around, 
etc) and will heal 8 hit points in any 24 hour period where they are resting 
(sleeping, watching TV, etc.) See Healing under Combat. Note that Robots do not 
naturally heal themselves, and therefore automatically have a Healing Rate of “0”. 


MOVEMENT 

Often times players are curious how quickly they can move and here is that Stat. 
The Movement Stat is used for story line purposes only to represent how quickly 
your character will overtake an NPC in a race or how quickly your character will 
catch the ice-cream truck. If a hex-map is used your characters movement will be 
resolved using Action Points. The Movement Stat is calculated using (Agility)x5 
Remember, you don’t have to outrun the bear, just your buddy. 


LEAP 

If you love to jump this is the stat for you. The Leap Stat is used for story line 
purposes only to represent how far your character can jump. Just because you 
CAN leap a set distance doesn’t mean you will, the Athletics Sub-Skill Roll is used 
to determine whether you actually make the jump. If you attempting a leap farther 
than your max, make sure to crit. The Leap Stat is calculated using (Agility)+ 
(Strength) 


LIFT 

Do you want to dead lift a Corvega? Well this is the Stat to check. The Lift Stat is 
used for story line purposes only to represent how much weight your character can 
lift (not carry). The Lift Stat is calculated using 50x(Strength). Always remember, 
lift with your legs. 


CARRY WEIGHT 

The maximum amount of equipment your character can carry, in pounds. How 
much equipment your character can carry on his back, in his pockets, or in his 
backpack and fanny pack. Every item in the game weighs something. Carry Weight 
is 25 lbs. + (25 x STR). A character with 6 STR can carry 175 lbs. of equipment. 
Now, finding room for that much stuff may be a problem... 


VISUAL RANGE 

The Visual Range Stat determines how far away you can make out details but is 
used for story line purposes only. The Visual Range Stat is calculated using 
(Perception)?+5 or (PE)x(PE)x(PE)+5. 


MELEE DAMAGE (MD) 

The amount of base damage your character does in Hand-to-Hand combat. The 
harder your character hits, the more Melee Damage dealt. Strong characters can 
hit very hard. Starting melee damage is equal to Strength. 


Stat Rolls 


KNOW 

The Know Roll may be used voluntarily only once per day to have a piece of 
knowledge your character hasn’t learned in-game but may already know. You may 
never repeat the same Know Roll. The GM may ask you to make a Know Roll but 
this does not count against your once a day limit and often times the GM will not 
reveal why you are making it. A Know Roll will often reveal background 
information, storyline, combat tips, and possibly even potential missions. Know 
Rolls may not be used in the place of skills such as how to pick a lock (lock pick) or 


how much something is worth (Appraise). A Know Roll cannot reveal information 
that there is no possibility of your character having previously such as a stranger’s 
password or hiding places. Know Rolls CAN be used to give information about 
events, lore, famous/notable people, a town’s history, prewar customs and objects, 
landmarks, and creatures. A character’s starting Know Roll is equal to their 
Intelligence. 


LUCK 

From time to time you may be asked by the GM or an ability/perk to make a Luck 
Roll which represents your characters relationship with chance. Starting Luck Roll 
is (Luck)x5. 


DODGE 

Sometimes it’s better to avoid damage than fight. A player may choose to take a 
Dodge Action for 3AP to avoid taking any damage from slow projectiles, non-AOE 
thrown weapons, and melee/unarmed combat. A Dodge Roll may be made at any 
time as long as the character has enough AP remaining. Multiple Dodge Rolls may 
be performed in a single round. A characters starting Dodge Roll is (Agility)x2. 
You can’t dodge a bullet... yet. 


EVADE 

RUN!!! A player may choose to take an Evade Action for ALL remaining AP, as 
long as he/she has at least 5AP remaining, to avoid taking any damage from most 
weapon types for the remainder of the round. After an Evade Action has been 
announced each time a the character is about to take damage he/she makes an 
Evade Roll, if passed no damage is dealt and the character is moved 2 spaces away 
from the incoming damage source. Once an Evade Action has been announced no 
other actions, abilities, or non-reactive movements may be taken. A characters 
starting Evade Roll is 2x(Luck)+(Agility). 


General Stats 


MORALE 

Morale represents your characters ability to hold they’re shit together while things 
go poorly. Current Morale (top) is treated as a sort of currency that renews to its 
max each game session. Your Max Moral (bottom) is calculated with ((Intelligence) 
+(Charisma)+(Endurance))x3 or (IN+CH+EN)x3. Your Current Morale may be 
deducted when your character experiences stress, fear, mental anguish, or 
excessive trauma. Max Morale may be deducted when your character goes thru 
mentally/emotionally scarring experiences. Any time Current Morale is depleted 
your character will lose control which may result running from a battle, giving into 
torture, or just completely giving up. If at any point your characters Max Morale 
drops to zero you will roll on the Serious Mental Illness Table and receive +10 Max 
Morale. Max Morale can also go up when life changing success’ are experienced. 
Current Morale can go up things are going well, Current Morale may exceed Max 
Morale but will be reset at the beginning of the next game session. 


ACTION POINTS (AP) 
The number of actions the character can take during one combat turn. This is 
perhaps the third most important statistic in the game, as it may mean the 


difference between reloading your gun and firing that final shot, or staring at your 
empty sidearm as a rocket explodes in your chest. Moving one hex costs 1 AP. 
Reloading a weapon often takes 2 APs. Firing off a shot often takes 5 AP. Base 
Action Points are equal to (AG / 2) +5 (round down). See the chart below for 
determining APs, based upon Agility: 


Agility APs 


PODPNF 
POON D UI 


-3 
-5 
-7 
-9 
0 0 


SEQUENCE 

Determines how soon in a combat turn your character can react. Sequence 
determines who goes first in a combat round. Of course, if you are the one 
initiating the combat, you automatically get to go first (you sneak up on a guard 
and blast him in the face), but all the combat turns after that get broken down by 
Sequence, this is achieved by everyone rolling a D10 and adding their Sequence 
with highest total going first, and so on down the line. Base Sequence is equal to 
AG + PE. 


CRITICAL CHANCE 

The chance to cause a critical hit in combat is increased by this amount. This is the 
base chance to cause a critical hit in combat. High weapons skills and weapons of 
high quality can modify this number later. If a to-hit roll is successful and low 
enough that it fell within the character’s Critical Chance, the hit becomes critical. 
Although all Critical Hits must also be a success if a player rolls a 1 on a d100 with 
a 0% chance of success some amount of success is achieved which is determined 
by the GM. A base Critical Chance is equal to a character's Luck. A character with 
3 Luck has a 3% base chance to critical hit. 


AVOIDANCE CHANCE (AC) 

Modifies the chance to hit this particular character at all times unless prone. 
Maybe the second most important statistic in the game as it reduces the chance to 
take damage. Base Avoidance Chance is (Agility)+(Perception) 


PASSIVE DETECT 

What was that? The Passive Detect Stat determines the chance to notice things 
while not actively looking for them. Passive Detect also determines the difficulty 
for other characters and NPCs to sneak by or hide things while you’re not 
specifically looking. Passive Detects base is determined with 3x(Perception). 


HORROR FACTOR 

Holy Shit! What was that! Having a Horror Factor means that most if not all who 
see (sometimes even hear of) you take a Current Morale loss equal to your Horror 
Factor. There is no base Horror Factor. 


SKILL POINTS PER LEVEL (SP/LVL) 


DING! Every level you gain an allotment of Skill Points to upgrade your skills and 
this is how many you get. SP/Lvl is calculated using 2x(Intelligence)+5. 


RESIST 


RADIATION RESISTANCE 

The amount of radiation you are exposed to is reduced by this percentage. 
Radiation Resistance can be modified by the type of armor worn, and anti-radiation 
chems. In the post-nuclear world, radiation is always a concern. Some places are 
naturally radioactive, like the blast centers where nukes went off. Some are more 
radioactive than others; near the center of the blast, you are guaranteed to find 
more rads than 5 miles away. Radiation Resistance is equal to 2 X EN. It can be 
increased with chems (see Equipment: Chems) and with certain kinds of armor 
(see Equipment: Armor). A character with an 8 EN has 16% radiation resistance. 
This means that 16% of the rads that hit his skin do not go in. If he was standing at 
the rim of a blast crater and was taking 1000 rads every ten minutes (!), only 840 
of those rads would enter his body. That still means he's going to glow like a 
lightbulb, but his skin won't fall off - right away. 


POISON RESISTANCE 

Reduces poison damage by this amount. Even in the post-nuclear world, there are 
certain chemicals that just don't mix well with human anatomy. Poison resistance 
is equal to 5 X EN. A character with an Endurance of 6 will have a 30% Poison 
Resistance. That means they have a 30% chance of antibodies eliminating the 
poison. 


GAS RESISTANCE 

One of the nastier weapons in the wastes, gas attacks can cause massive amounts 
of damage to a large number of people, or cover a large area in a relatively small 
amount of time. Some gasses do not damage a target, but are merely designed to 
incapacitate it. Gas Resistance is based entirely on armor, race, and equipment. 
There are two kinds of gas attacks: Inhaled and Contact gasses. Inhaled gasses 
must enter the lungs before causing ill effects; Contact gasses are more like clouds 
of acid vapor, damaging any biological substance they come into contact with. Gas 
resistance protects against Inhaled and Contact gasses, and is given in a percentile 
number. Unless the character is a robot, they always begin play with nothing in 
Gas Resistance. 


KNOCK OUT RESISTANCE 

This measures how resistant a character is to being KO’d. Whenever the character 
is in danger of being knocked unconscious they roll Resist: Knock Out and if they 
succeed they resist passing out for another turn. Use 4x(Endurance) to get the 
base. 


DEATH RESISTANCE 

This measures how resistant a character is to deaths sweet embrace. Whenever 
the character is about to die they may roll Resist: Death to stay amongst the living. 
Resist: Deaths base is (Endurance)+(Luck)-5 and has a minimum of 1. 


DISEASE RESISTANCE 


Reduces the chance of contracting a disease in the wastes. A must if you plan on 
sampling the many brothels of the Hub. Disease resistance is equal to 3 X EN. If 
you have exposed yourself to disease the GM will ask you to roll for disease and if 
you fail you get a brand new one to share with your friends. 


PSIONICS RESISTANCE —_(REDACTED-TOP SECRET) 


To calculate Psionic 


Resistance use (Perception)+(Intelligence)-10 


SOCIAL RESISTANCE 

How to resist car salesmen 101... This provides an innate difficulty for all social 
“attacks/manipulations” targeted or including you. These include management, 
performances, intimidation, con, carousing, interpersonal, and public speaking. 
The base is (Charisma)+(Intelligence). 


